OVERVIEW
This workshop will examine what our current imaging and sensing technologies do to our perception. We will examine, using practical examples, the potential to develop more 'Natural Media' and technologies by broadening the focus of attention to the whole visual, auditory, tactile and sensual field. The aim is to re-incorporate peripheral awareness into our experience using these multiple sense inputs.
It is a common experience to register activity at the edges of our vision, our peripheral vision (to 'see out of the corner of one's eye') but this concept is not often discussed relative to our other senses. What exactly is peripheral hearing? What about peripheral touch, smell or taste? What would it be like to have access to the periphery of these senses?
Both 'immersive' and non-immersive technologies present visual information in an unnatural way, often forcing us to narrow our field of attention to the central area of vision, thus ignoring most of the peripheral field. How can technology help us to become more present and open to the breadth of our perceptual experience? Overly narrow, misdirected, or hyper-focused attention can lead to stress, anxiety, and other damaging physical and psychological conditions. 'Natural Media' aims to uncover what happens when we move from direct experience to living through photographs, paintings, films and VR. Linear perspective relegated the significance of peripheral vision and therefore the full contextual experience of what we see and can therefore know.
It is important to focus on more than one predominant sense (vision) in order to start realigning and potentially redesigning our perception using 'Natural Media'. Thus, this workshop will explore what is the peripheral space of the other senses such as hearing, touch, taste and smell and in addition explore artificial senses such as the recently released 'North Sense'.
Vision:
Fovography is a method of recording the 3D world on a 2D surface more naturally than can be achieved using devices based on linear perspective, such as cameras and computer graphics engines. It is based on hundreds of years of experimental work by artists and architects on the best ways to depict human visual experience, and draws on novel research in vision science and psychology. We will give participants the opportunity to experience this perceptual technology in action. This draws on our successful research symposium at the British Computer Society in November 2016, where we partnered with Kinetica, the Computer Arts Society and Ravensbourne to discuss and demonstrate Fovography displays and content to a range of researchers form several different disciplines.
Our research into human visual perception has led to several technological developments that offer improved ways of depicting visual experience. Existing imaging systems, such as cameras and computer graphics engines, are based on the geometry of linear perspective, which was developed over 500 years ago during the Italian Renaissance. Useful as linear perspective has been in allowing us to capture visual space on a flat picture plane, its many limitations have been well known ever since it was discovered. These include
